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SAŽETAK 
U ovom radu implementiran je šahovski računalni program koristeći bit-bord model 
šahovske ploče. Programsko je rješenje ostvareno korištenjem programskog jezika C# te su u 
pisanom dijelu rada opisane implementacije najvažnijih dijelova programskog rješenja. 
Napravljeno je jednostavno korisničko sučelje s mogućnošću postavljanja ploče pomoću FEN 
zapisa. Također je implementirana generacija legalnih poteza te ocjenjivanje istih. Osim opisa 
šaha, njegove povijesti s računalima i njegove složenosti, opisani su i glavni dijelovi današnjih 
šahovskih računalnih programa. Detaljno je opisan bit-bord model šahovske ploče te generacija 
poteza koristeći bit-bord model. Opisane su neke metode vrednovanja pozicije i osnovni načini 
pretrage poteza u šahu. Za kraj je testiran rad generatora poteza i ocjenjivanja poteza 
programskog rješenja. 
Ključne riječi: šah i računala, složenost šaha, bit-bord, generacija poteza, vrednovanje poteza 
 ABSTRACT 
Computer chess engine 
Computer chess engine using a bitboard board representation was implemented in this thesis. 
The software solution was achieved using the C# programming language. Explanation of the 
most important parts of the software solution was included in the written part of the thesis. A 
simple user interface with the possibility of setting the board manually via a FEN string was 
implemented along with move generation and move evaluation. Besides the description of chess, 
computer chess history and complexity of chess, descriptions of various parts of current chess 
engines were also included. The bitboard model of board representation along with move 
generation using bitboards was explained in detail. Some methods of move evaluation and search 
functions were also explained. The move generation and move evaluation of the software 
solution was tested.    
Keywords: computer chess, computational complexity of chess, bitboards, move generation, 
move evaluation 
  
